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WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER 
ENTERTAINMENT SYSTEM. 


A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns 
or backgrounds on a television screen or while playing video games, including 
games played on the PlayStation 2 console, may induce an epileptic seizure in 
these individuals. Certain conditions may induce previously undetected epileptic 
symptoms even in persons who have no history of prior seizures or epilepsy. If 
you, or anyone in your family, has an epileptic condition, consult your physician 
prior to playing. If you experience any of the following symptoms while playing 
a video game — dizziness, altered vision, eye or muscle twitches, loss of 
awareness, disorientation, any involuntary movement, or convulsions — 
IMMEDIATELY discontinue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation 2 console to a projection TV without first con- 
sulting the user manual for your projection TY, unless it is of the LCD type. 
Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your war- 
ranty. Only official or licensed peripherals should be used in the controller ports 
or memory card slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

* This disc is intended for use only with PlayStation 2 consoles with the NTSC 
U/C designation. 

* Do not bend it, crush it or submerge it in liquids. 

* Do not leave it in direct sunlight or near a radiator or other source of heat. 

* Be sure to take an occasional rest break during extended play. 

* Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint-free, 
soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 
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GETTING STARTED 


MEMORY CARD slot 2 
MEMORY CARD slot 1 disc tray 
RESET button 


(OPEN) button 


USB connector 
$400 i.LINK connector 
controller port 1 
controller port 2 


Set up your PlayStation®2 computer entertainment system according to the 
instructions in its Instruction Manual. Make sure the MAIN POWER switch 
(located on the back of the console) is turned on. Press the RESET button. 
When the power indicator lights up, press the OPEN button and the disc tray 
will open. Place the Men in Black™ II: Alien Escape disc on the disc tray with 
the label side facing up. Press the open button again and the disc tray will close. 
Attach your game controllers and other peripherals, as appropriate. Note that 
Men in Black II supports the DUALSHOCK®2 analog controller, but does not 
support digital controllers. Follow on-screen instructions and refer to this man- 
ual for information on using the software. 


Insert your MEMORY CARD (8MB) (for PlayStation®2) in either MEMORY 
CARD slot | or MEMORY CARD slot 2, if you wish to load a saved game or 
save a game. The Men in Black II: Alien Escape game requires 83KB of free 
space on a memory card to save your progress through the game. Make sure 
there is enough free space on your MEMORY CARD (8MB) (for PlayStation®2) 
before beginning play. 


Men in Black II: Alien Escape uses an auto-save feature. Please keep your 
MEMORY CARD (8MB) (for PlayStation®2) inserted at all times. 


Note: You should not insert or remove accessories once the power is on. 
Make sure there is enough free space on your memory card (83KB) before 
beginning play. 


CONTROLS = A 


DUALSHOCK®2 analog controller 


L2 button R2 button 
L1 button R1 button 


directional 
buttons 


A button 
© button 
X_ button 
C1 button 


left analog stick 

(L3 button when pushed down) 
SELECT button 
ANALOG mode button 
START button 
right analog stick 
(R3 button when pushed down) 


IN-GAME CONTROLS 


© button Pause 

Left analog stick Move player character 

@ button (Tap) Fire current weapon 

€ button (Hold) Charge Fusion Cannon 
button Roll (eight directions) 

® button Cycle available weapons 

© button 180° quick-turn 

LI button Strafe/move left 

RI button Strafe/move right 

R2 button Fire Xeno Bomb 


MENU CONTROLS 


2 button Skip cinematic sequences 
Directional buttons Select menu items 

@ button Select/Accept 

® button Deselect/Cancel/Back 


UsING MENU SCREENS 

Use the directional buttons to move through the options available on all 
menu screens. Press the & button to confirm your selection, or press 
the @ button to return to the previous screen. 


ZeED’S TIPS: TRY OUT THE DIFFERENT CONTROL CONFIGURATIONS 
TO FIND THE ONE THAT BEST SUITS YOU. 


ZeED’sS TIPS: LEARN TO USE THE STRAFE IN CONJUNCTION WITH 
THE ROLL TO AVOID ALIEN FIRE. 


WELCOME, NEW AGENT 


You’11 conform to the identity we give you. 
You will have no identifying marks of any kind. 
You will not stand out in any way. 

Your entire image is crafted to leave no lasting memory. 
You’re a rumor, recognizable only as déja vu. 
You don’t exist; you were never even born. 
Anonymity is your name. 

Silence is your native tongue. 

You are no longer part of the system. 
We’re above the system. Over it. Beyond it. 
We’re “them.” We’re “they.” 

We are the Men in Black. 


Congratulations, you have been selected to join the most important law 
enforcement organization on Earth. 


For almost forty years, the MIB (Men in Black) have monitored all 
aspects of alien activity on this planet, in addition to providing inter- 
galactic immigration services and representing the Earth in all fifth, sixth 
and seventh-dimensional foreign affairs. 


Your primary duty is to investigate any and all unlawful acts committed 
by aliens. ‘Unlawful Acts’ are defined as those covered by Alien Penal 
Codes, Volumes |-NQVII,’ in addition to those common laws which 
bind the native peoples of Earth. 


* 
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While the use of physical force against aliens would normally be rn 3 
ered only as a last resort, the situation we currently facejis_ like no 

other, therefore we expect you to use whatever means you deem néc- 
essary in order to enforce the law. 


So step into the black suit, white shirt, black tie, black socks and black 
sunglasses of the world’s least-known agency, because once again, the 
safety of the entire planet is at stake! 


Oh, and bring a sponge... 


CHOOSE Your GAME / STARTING A NEW GAME 
When the Memory Card Management screen appears, select an empty 
slot. 


Note: If your memory card is not formatted, you will be prompted to 
format it at this point. 


When an empty slot has been selected, enter your name. All mission 
data, scores, high score table information and any classified information 
you unlock will be recorded and stored under this name. When you 
have finished entering your name, choose ACCEPT. Your game is now 
saved and you will move to the opening cinematic sequence of the 
game. Your new MIB career has begun! 


Note: If you do not have a memory card with sufficient space free, 
select CONTINUE. You will still be able to play Men in Black Il, but 
any progress you make, along with data such as high score 
information, will not be saved. 


RESUMING/DELETING A PREVIOUS GAME 
Select any occupied save game slot. You will then be given the option to 
LOAD or DELETE that game. 


Select LOAD to go to the Main Menu with all your previous achieve- 
ments intact. 


Select DELETE to erase that save game. You can then use that slot to 


start a new game. 


MAIN MENU 


The Main Menu gives you the following choices: 


MISSIONS 

Select “Missions” to enter the primary game mode. Select your charac- 
ter, choose a mission (from those unlocked in your current saved 
game), view the mission briefing, then get ready to get it on! 


There are five primary missions to complete in Men in Black II: Alien 
Escape, each with multiple sub-levels set across a variety of environ- 
ments. Success in these missions unlocks additional elements of the 
game, including classified MIB information. 


It’s only through completing these missions that you can defeat the alien 
menace and save the Earth once more, so get ready to kick some alien 
butt! 


CST: 

COMBAT SKILLS TRAINING 

Want to know which weapons are most effective against a particular 
alien species? Or want to know which weapon suits your particular 
combat style? Then get yourself down to the CST Arena, where you'll 
have access to the finest examples of alien weaponry currently sanc- 
tioned for use by the MIB. 


Here you can familiarize yourself with the various pieces of high-tech 
hardware you'll encounter on active duty, while taking down hordes of 
slavering holographic opponents in the safety* of a controlled combat 
environment. 


There are six progressive levels of skill for each of the weapons. Your 
goal for each weapon is to complete all six levels, using only the stamina 
of a single health bar. 


*ZED’S TIPS: WHILE ALL DUE CARE IS TAKEN TO PROVIDE Ne. 


SAFE TRAINING ARENA, THE MIB ORGANIZATION WIL NOT BE. 
HELD LIABLE FOR ANY PERSONAL DAMAGE ACCRUED BY “AGENTS ‘ 
WHILE OPERATING POTENTIALLY LETHAL HARDWARE IN AN 
ENCLOSED SPACE. 


OPTIONS 
The place to go for LOAD/SAVE operations, Audio/Video settings, alter- 
nate Controller Configurations and High Score data. 


(See Options Menu section below for more detailed information.) 


CLASSIFIED 

As you complete missions and achieve pre-defined score thresholds and 
other goals, you will unlock a wealth of classified information about the 
Men in Black universe, including: 


¢ BOSS MODE: Take on any bosses which have been previously 
defeated. 

¢ AGENT DATA: Bios of agents Jay and Kay. 

¢ ALIEN DATA: Top secret data for MIB agents only. 

¢ MAKING OF..: Pre-production artwork. 


PERSONNEL 
Select this option to reveal the secret identities of the covert operatives 
and alien criminals behind the Men in Black II: Alien Escape game. 


OPTIONS MENU 

LOAD/SAVE 

It’s a little-known fact that the phrase LOAD/SAVE is actually a mortal 

insult in the Mulkoran language. Here, however, it gives you the option 
to load a previously saved game or create a new one. Ensure that you 

have a memory card inserted into MEMORY CARD slot |. 


GAME OPTIONS 


Difficulty 
Switch between ‘Normal’ and ‘Hard’ settings, depending on how tough 
you’re feeling at the time. 


Vibration 
Set your DUALSHOCK®?2 analog controller’s vibration function to ON 
or OFF. 


AUDIO 
Use the up and down directional buttons to move between audio 
options, and the left and right directional buttons to alter settings. 


Stereo/Mono 
One speaker or two? The power of choice is yours. 


ZeED’S TIPS: MONO IS ALSO RECOMMENDED FOR ALIEN PLAYERS 
WITH MONAURAL HEARING CAPACITY. 


Sfx 

Do you prefer your explosions, gunfire and unearthly alien chittering 
loud? Move the slider to the right. If you’re feeling a little more sedate, 
left is the way to go. 


Voice 
Manages character dialogue volume within the game. Level settings 
range from librarian’s whisper to drill-sergeant bellow. 


Music 

Seven out of ten MIB agents who expressed a preference leaned 
towards thumping-good tunes as the most appropriate soundtrack for 
reducing opponents to fountains of goo. But if the occasion demands 
something a little quieter, just move that slider bar to the left. 


SCREEN POSITION 
Reposition your screen up, down, left or right, using the directional 
buttons. Select OK to return to the previous menu. 


CONTROLS 
Switch between the different control setups available for Men in Black 
Il: Alien Escape. 


HIGH SCORES 
Want to see how you shape up against the rest of the MIB? Take a look 


here to see the current high-achievers on each of the five Missions and 
six CST levels. 
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TIME TO KICK SOME ALIEN BUTT! 


When you're ready for action, select the MISSIONS option on the Main 
Menu to head out into the field. 


SELECT YOUR CHARACTER 

Press the up and down directional buttons to move between the MIB 
agents whose black leather shoes you'll be filling. Press the 9 button to 
confirm your choice. 


Remember, you can always press the ® button to cancel any choice 
and return to the previous selection option. 


SELECT YOUR MISSION 

Press up and down to move between available missions. When you’ve 
decided where you want to exercise your particular brand of galactic 
law enforcement, press the & button to go to the Mission Briefing. 


MISSION BRIEFING 
Here Zed fills you in on your selected mission, with all currently avail- 
able information. 


Mission briefings are a combination of spoken instruction and video- 
based information, and often include background information on what- 
ever alien menace you’re up against, so pay attention! 


When the briefing concludes, you are given the option to REPEAT the 
briefing (for agents with shorter attention spans) or CONTINUE the 
mission. 


LOAD ‘EM UP, HEAD ‘EM OUT... 

Take some time to double-check your weapons and adjust your tie 
while the mission loads, because once the particle beams and Moltronic 
demostat rays start flying, you’ll have other things on your mind. 


MIB AGENTS Don’t Quit 

If you unfortunately die during a Mission, you can continue from the 
beginning of the previous level. However, you will start with the same 
number of lives, health and weapons that you had when you first 


ee 


reached that level. You will also lose all the points you had previously 
gained, and possibly a chance to enter your name into the High Scores. 


OUT IN THE FIELD 
During missions you can keep track of all vital information via the HUD 
(Heads-Up Display) which is constantly displayed. 


HEALTH 
‘Shows how healthy you are at any moment. Tends to drop 


alarmingly in the presence of excess alien scum, but can be topped up 
with Medi-Health Packs. 


CHARACTER ICON 
In a combat environment where excessive Neuralyzer™ exposure may 
be a factor, it’s good to have a constant reminder of just who you are. 


SCORE 

As an additional means of comparing your skills with those of other MIB 
agents, a score is allocated to each enemy alien. The point value of each 
alien is based on its criminal rating and relative toughness according to 
the MIB Alien Offender Classification Database. At the end of each 
level, Mission and CST level, you will also gain score bonuses for your 
work on the field. 


RADAR 

It’s always a good idea to keep at least one eye on this at all times. 
Agents with more than two eyes will be at an advantage here, but even 
those with only a single ocular node should hazard a glance whenever 
there’s a break in the action. 


The radar covers an area large enough to give adequate warning of 
both immediate and incoming threats. It is calibrated to allow agents to 
distinguish between multiple targets at close to extreme-close ranges. 


In addition to standard radar options, this device now features 
PrePsychTech™ circuitry, which detects rifts in the time-space continu- 
um at all standard operating ranges. This allows operatives to anticipate 
the arrival of opponents who utilize time-space dilation and teleporta- 
tion devices. 


CURRENT WEAPON 
Shows your currently selected, in-hand weapon. Cycle th ugh your 
alien-tech armory at any time to see what hardware you'r packing. 


WEAPON LEVEL sat 
Located on the right-hand side of the Current Weapon icon. As you ¢ol- 
lect upgrades and boost your weapon to higher levels of capability, this 
gauge provides an ‘at a glance’ guide to your in-hand weapon’s current 
level. 


CHARGE-UP GAUGE 

The gauge is located on the left-hand side of the Current Weapon Icon. 
To use the DRG Fusion Cannon, hold down the fire button. If an alien 
or aliens are within range, a target lock will appear on screen and your 
DRG Fusion Cannon will begin to charge up. The DRG Fusion Cannon 
can target up to eight aliens at any one time. 


Releasing the button at any point during charging-up will fire the 
weapon; the higher the Charge-Up Gauge the more damage the DRG 
will do. 


ZeED’s TIPS: WHEN USING THE DRG, ALWAYS KEEP YOUR TARGET 
WITHIN THE WEAPON’S AUTO-TARGETING RANGE. IF LINE-OF- 
SIGHT IS BLOCKED, OR THE TARGET ENGAGES A SHIELD 
MECHANISM, THE AUTO-TARGET WILL BE LOST AND YOU WILL 
WASTE COMBAT TIME RE-LOCKING. 


IN-GAME MENU 


Press the &. button at any time to pause and take a break from 
alien-blasting. 


RESUME GAME 
Select this to leap straight back into the saddle. 


OPTIONS 
This in-game shortcut allows you to access Save Game, Audio, Screen 
Position and Controls without returning to the Main Menu. 


QUIT 
No one likes a quitter, but if you absolutely have to sound the retreat, 
this will take you straight back to the Main Menu. 


PICKUPS 

When you’re out on a mission, keep your eyes peeled for pickups that 
can help you complete your mission. Some are found in the mission 
environment itself, while others are dropped by defeated opponents. 


Weapon Pickups/Upgrades 
These come in five different types, corresponding to each of the five 
basic weapons which Jay or Kay have access to in the game. 


Whenever you collect a weapon pickup for a weapon that you 
don’t already have, that weapon will be added to your arsenal for 
that mission. 


If you collect a weapon pickup for a weapon that you already have, that 
weapon will be instantly upgraded to its next level of power. 


ZED’S TIPS: WARNING! CERTAIN TYPES OF ALIENS HAVE ATTACKS 
CAPABLE OF KNOCKING YOUR WEAPON UPGRADES OUT ONTO THE 
TERRAIN AROUND YOU. WHEN THIS HAPPENS YOUR WEAPON’S CAPA- 
BILITIES WILL INSTANTLY DROP TO LOWER LEVELS. ALL IS NOT 
LOST, HOWEVER. IF YOU ARE QUICK, YOU CAN RE-COLLECT YOUR 
WEAPON PICKUPS BEFORE THEY DISAPPEAR. 


Medi-Health Packs 

These come in two colors, orange and red. Orange Medi-Health Packs 
restore a quarter of your health, while red Medi-Health Packs restore 
half your health. 


Xeno Bombs 

Xeno Bombs, also known as Shining Orbs of Justice and Benevolence 

(but only within the Quorn system, where they were originally devel- 

oped) are handy one-shot weapons capable of dispensing a large, even 
spread of damage which radiates outward from its detonation point. 


The advanced technology behind Xeno Bombs has been fully adapted 


to local conditions, as the bomb’s blast is highly dangerous to all oa 
alien life forms, yet completely harmless to humans. All non-human MIB 
agents are therefore advised to never use this weapon, except in the 

most dire of circumstances. (In this case, we recommend applying sun- 
block with an SPF rating of 6,000+ before detonation). 


ZED’S TIPS: XENO BOMBS ARE ESPECIALLY USEFUL WHEN YOU'RE 
COMPLETELY HEMMED IN BY HOSTILE ALIENS. EVEN IF A XENO 
BOMB DOESN’T COMPLETELY DESTROY THEM, THEY WILL USUALLY 
BE ‘SOFTENED UP’ ENOUGH FOR YOU TO QUICKLY FINISH OFF BY 
MORE CONVENTIONAL MEANS. 


MIB Tape 
MIB Tape is the high-tech MIB equivalent of “Police Line: Do Not 
Cross” tape often found at crime scenes. 


Whenever an agent clears a sub-area within a level, that area is instantly 
sealed off with MIB Tape. This forms an impassable barrier indicating 
that the area is cleared and it’s time for you to move on. 


DEBRIEFING 

At the end of each level, Mission and CST level, agents pass through an 
automated debriefing process, during which combat performance is 
assessed and bonuses are added to your score. 


If your Mission or CST Training score is high enough, your name will be 
saved in the High Scores (found in Options). Only the best MIB agents’ 
names are found here, so play for the highest score you can! 


TIMES 

The time taken for you to complete a Mission level or CST level is 
recorded for your information. If your time is fast enough, you'll receive 
a Time Bonus, which is added to your score. 


SCORE BONUSES 

There are a number of score bonuses you will receive for your combat 
performance. This is where the big points come in, so do your best to 
get as many of these bonuses as you can. 


Zep’s TIPS: SCORE BONUSES INCREASE IF THE GAME’S 
DIFFICULTY IS SET TO HARD. 


UNLOCKING REWARDS 
By completing Missions and CST levels, you will be rewarded with clas- 
sified MIB information. For more information, see Classified in the Main 


Menu. 


MEET THE MIB 


AGENT JAY 

A former NYPD cop, agent Jay knows he’s got the skills to 
get the job done. He’s faster and lighter on his feet than 
Kay, but not quite so experienced. 


AGENT KAY 

The MIB’s most experienced field operative, and a living 
(and galactic) legend to boot, Agent Kay can put The Fear 
into alien miscreants without even drawing his weapon. 
Kay’s not quite as fast as his partner Jay, but he’s got 
experience and toughness on his side. 


AGENT ZED 

Zed is the main man, the top dog, the head cheese of the 
Men in Black. He’s also the only person in the universe 
with the knowledge, diplomacy and authority to keep an 
organization this diverse running smoothly. Well, relatively 
smoothly, anyway. 


WORM GUYS (AKA: THE MANITOBA) 

Technically these guys aren’t actually a part of the MIB 
organization, but they can usually be found somewhere 
around the place, either brewing up another high-octane 
java fix or getting themselves into trouble. 


Manitoba have a bad habit of getting themselves into 
places and situations that they shouldn't, so if you happen 
to see them while on a mission, rescue them instead of 
shooting at them! 


MIB WEAPONS » 
In order to serve the MIB to the best of your abilities, yeu should nave 
a thorough and intimate knowledge of the tools at your d 


J2 BLASTER (STANDARD ISSUE) 
The standard sidearm of MIB agents in the field. The J2 is a ANE 
standard blaster-type weapon which works by stripping particles fro 
its barrel and hyper-accelerating them at whichever unfortunate individ- — 
ual it happens to be pointed at. 


XD9 ‘LAZY WEASEL’ 

Developed by the Xandrians as a sports-hunting 
weapon for Turquamarine Kraalbeasts (a small-but- 
vicious local game creature that resembles a cross 
between a wolverine and an armored car), the XD9 has proven invalu- 
able for situations involving multiple hostile targets, particularly those 
where a wide field of fire is required. 


HBIll GLOBULATOR 

No arsenal is complete without at least one 
homing weapon, and the Globulator is the 
number one choice for many agents. Despite its size (or perhaps 
because of it, since carrying one always makes quite an impression) it is 
also popular with off-world pest-exterminators. 


K12 IONHAMMER 

Military-class technology from a subsidiary of the 
Jrexill Corporation (best known for their popular 
range of snack foods), the lonhammer fires projec- 
tiles which are essentially unstable ionic disruption fields, contained 
within a thin-but-resilient shell. Available in |7 fun flavors, including 
raspberry, tuna and methane. 


SLI PLASMA TORCH 

SolCorp Leisure Industries designed this as a rapid- 
spray delivery system for tanning lotion. However, 
following late-night experiments after a staff party, someone exchanged 
the lotion tank with one filled with liquefied electro-plasma, and a 
weaponry legend was born. 


DRG FUSION CANNON 

One of the more useful pieces of alien tech to recently 
come into use. Small yet powerful, the DRG FC is 
attached via an adaptive NFC mounting bracket to any other hand 
weapon. Capable of targeting multiple opponents, it delivers a user- 
definable energy payload of anything between 2.4 and 357 
MegaThromms. 


MISSION LEVELS 

DOCKSIDE 

Located within the Greater Manhattan Alien Inclusion Zone, Dockside is 
a natural magnet for alien ‘business people,’ particularly those with an 
eye or five for the importation/exportation of items of dubious legality. 


PLEASANTVIEW NUCLEAR PLANT 

Decommissioned after failing to meet EPA safety standards seven years 
running, there have been occasional rumors of glowing green lights in 
the vicinity of this slowly deteriorating power station. With irradiated 
‘sports’ drinks going through something of a popularity boom in certain 
parts of the galaxy, this location may bear closer investigation. 


GLOBAL INC. 

Global is a business powerhouse and New York success story, with 
financial interests in such wide-ranging areas as computer hardware, 
satellite communications, shipping, heavy digging machinery, ICBMs, 
book publishing, open-pit mining, medical research, corporate security 
and sheep farming. However, stories persist of off-world alien involve- 
ment at the highest management level. 


NY STREETS 

Where better to find an alien, than right in the middle of the Big Apple? 
When several neighborhood sectors are shutdown for security reasons, 
it seems like every alien hoodlum in town wants to come out and play 
with the MIB... 


VSS MAXIMUS SECURITUS 

One of the largest prison ships ever built, the Maximus Securitus was 
thought to be lost, after it plunged into our sun. However, rumors of its 
demise, along with its cargo of alien scum, turned out to be premature. 


ALIEN SCUMBAGS: A SHORT INTRODUCTION 
The vast majority of alien data is classified, and thereforélean only be 
accessed by agents who have proven themselves in the line “of duty. ‘But 
to get you started, here’s a sneak peek at a few of the nasties you I be 
expected to go up against. > 


SPECIES: MULKORAN 

AKA: Billybobs 

Profile: Slow-moving creatures whose health is often 
greatly reduced by excessive consumption of ciga- 
rettes (eaten, rather than smoked), Mulkorans are 
nonetheless a dangerous proposition, particularly 
when hungry, tired or irritable (i.e. all of the time). 


SPECIES: BLACK ROTTERMITE 

AKA: Bad Dogs 

Profile: G.S.PC.C.A. (Galactic Society for the Prevention of 
Cruelty to Class C Aliens) Warning: Rottermites are trained 
fighting canine-insect hybrids and do not make good family 
pets. Rottermites do not retrieve thrown objects but do 
exhibit digging behavior. To date, 811,998 buried owners 
have been retrieved from garden burrows. 


SPECIES: EASYKLEEN V2.0 

AKA: Skuttlers 

Profile: Originally designed as a self-modifying, self- 
replicating cleaning droid capable of reaching those 
difficult-to-get-at corners, the surprise uprising of the 
entire second series of Easykleens (and subsequent 
massive life insurance payouts) bankrupted the 
Dorbaxx Home Automaton Corporation. 
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THE MAN IN BLACK IS BACK 
fi 


WILL SMITH 
INTRODUCING TRA-KNOX 
BLACK SUITS COMIN’ (NOD YA HEAD) 


WILL SMITH 


IN STORES IN STORES 
NOW NOW 


eae = “MEN IN BLACK 2: 
BORN TO REIGN MUSIC FROM THE MOTION PICTURE” 


Single Produced by Mark Sparks for Da Fabulous BeatBrokas Inc. 
Rob Chiarelli for Final Mix Inc. and Will Smith 
Management: James Lassiter for Overbrook Entertainment 
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COLUMBIA} | "Columbia" and Reg. U.S. Pat. & Tm. Off. Marca Registrada./ © 2002 Sony Music Entertainment Inc ag 
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TECHNICAL SUPPORT (U.S. & CANADA) 


Help Via the Internet 
Up-to-the-minute technical information about Infogrames, Inc. products is gen- 


erally available 24 hours a day, 7 days a week via the Internet at: 
http://www.ina-support.com 


Through this site you'll have access to our FAQ (Frequently Asked Questions) 
documents, our Hints/Cheat Codes if they’re available, and an E-Mail area 
where you can get help and ask questions if you do not find your answers with- 
in the FAQ. 


Note: In the event we must send you a Hint Sheet, FAQ document, patch or 
update disc via E-mail, we may require verifiable consent from a parent or 
guardian in order to protect children’s privacy and safety online. Consent Forms 
are available at the web site listed above. 


Help Via Telephone/Fax or Mail in the United States & Canada 
For phone assistance, call Infogrames, Inc. Tech Support at (425) 951-7106. 


Our Interactive Voice Response and Faxback system is generally available 
24/7, providing automated support and allowing FAQ documents to be faxed to 
you immediately. 


This console-based product has automated support which includes information 
such as gameplay tips, information on Control Keys, possible Cheat Code com- 
bination keys, and instructions for finding secret screens and/or additional game 
levels (if these type of items exist and are made available for this particular 
product). 


Great News! We’ve improved our Automated Systems so that you can get 
product-specific Troubleshooting help more quickly. All you need to do is enter 
the product’s Tech Support # when prompted to do so. This will take you 
directly to all of our known issues and solutions for this title. The product’s 
Tech Support # is located in several places (on the CD label, package and/or 
plastic disc case) and is usually identified by a number such as 04-12345. When 
prompted by the Automated System, enter the last five digits of your prod- 
uct’s Tech Support #. (For example, Tech Support # 04-12345 would require 
that you enter the “12345” portion of the number for that product.) Note: 
Some products simply feature a five-digit Tech Support # without an “04-” pre- 
fix. 


Live support is generally available Monday through Friday, 8:00 AM until 6:00 > 
PM (Pacific Time). Note: We may be closed on major holidays 


You may also fax in your Technical Support questions or problems to: 
806-0480, or write to the address below. "pas 


Product Return Procedures in the United States & Canada 

In the event our technicians at (425) 951-7106 determine that youneedto 
forward materials directly to us, please include a brief letter explaining what is 
enclosed and why. Make sure you include the Return Merchandise 

Authorization Number (RMA#) supplied to you by the technician, and your 
telephone number in case we need to call you. Any materials not containing this 
RMA# will be returned to you unprocessed. Send your materials to the follow- 

ing address: 


Infogrames, Inc. 
Attn: TS/CS Dept. 


13110 NE 177 Place 

Suite # BIOI, Box 180 
Woodinville, WA 98072-9965 
RMA #: 


Warranty Policy in the United States & Canada 


If our technicians determine that the product storage medium is found to be 
defective within ninety (90) days of original purchase, (unless otherwise provid- 
ed by applicable law), Infogrames, Inc. will replace the item free of charge, to 
the original purchaser, if the item is accompanied by the original dated receipt 
and packaging. If you do not have the original receipt, or if the warranty period 


has expired, Infogrames, Inc. will replace the product storage medium for a 
nominal fee. 


COPYRIGHT NOTICE 


Men in Black II: TM & © 2002 Columbia Pictures Industries, Inc. All rights 
reserved. Men in Black II™: Alien Escape. Gamecode © 2002 Infogrames, Inc. a 
subsidiary of Infogrames Entertainment, S.A. All rights reserved. Developed by 
Melbourne House. The ratings icon is a trademark of the Interactive Digital 
Software Association. All other trademarks and trade names are the property of 
their respective owners. 
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END-USER LICENSE AGREEMENT 


INFOGRAMES, INC. (“INFOGRAMES’) IS WILLING TO LICENSE THE GAME CONTAINED ON THIS DISC OR CARTRIDGE AND ANY 
ACCOMPANYING DOCUMENTATION TO YOU ONLY ON THE CONDITION THAT YOU ACCEPT ALL OF THE TERMS IN THIS AGREE- 
MENT. IF YOU DO NOT AGREE TO THESE TERMS, DO NOT USE THE SOFTWARE AND PROMPTLY RETURN THE DISC OR CAR- 

TRIDGE IN ITS ORIGINAL PACKAGING TO THE PLACE OF PURCHASE. 


1. Grant of License. The software accompanying this license and related documentation (the “Software') is licensed to you, not sold, 
by Infogrames, and its use is subject to this license. Infogrames grants to you a limited, personal, non-exclusive right to use the 
Software in the manner described in the user documentation. If the Software is configured for loading onto a hard drive, you may 
load the Software only onto the hard drive of a single machine and run the Software from only that hard drive. You may permanently 
transfer all rights Infogrames grants to you in this license, provided you retain no copies, you transfer all of the Software (including all 
component parts, the media and printed materials, and any upgrades), and the recipient reads and accepts this license. Infogrames 
reserves all rights not expressly granted to you by this Agreement. 


2. Restrictions. Infogrames or its suppliers own the title, copyright, and other intellectual property rights in the Software. The 
Software contains copyrighted material, trade secrets and other proprietary material. You may not delete the copyright notices or any 
other proprietary legends on the original copy of the Software. You may not decompile, modify, reverse engineer, disassemble or oth- 
erwise reproduce the Software. You may not copy, rent, lease, sublicense or distribute the Software. You may not electronically 
transmit the Software from one computer, console or other platform to another or over a network. Any attempt to transfer any of the 
rights, duties or obligations hereunder is void. Infogrames may, in its sole discretion, offer technical support for the Software for a 
period not exceeding two (2) years following the initial commercial shipment of the Software. 


3. Termination. This License is effective until terminated. You may terminate this License at any time by destroying the Software. 
This License will terminate immediately without notice from Infogrames if you fail to comply with any provision of this license. Upon 
termination, you must destroy the Software. 


4. Disclaimer of Warranty on Software. You are aware and agree that use of the Software and the media on which it is recorded is 
at your sole risk. The Software and the media are provided “AS IS." Unless otherwise provided by applicable law, Infogrames war- 
rants to the original purchaser of this product that the Software storage medium will be free from defects of materials and workman- 
ship for ninety (90) days from the date of purchase. This warranty is void if the defect has arisen through accident, abuse, neglect or 
misapplication. INFOGRAMES EXPRESSLY DISCLAIMS ALL OTHER WARRANTIES, EXPRESS OR IMPLIED, INCLUDING, BUT NOT 
LIMITED TO, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. INFOGRAMES DOES 
NOT WARRANT THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE WILL MEET YOUR REQUIREMENTS. NO ORAL OR WRITTEN 
INFORMATION OR ADVICE GIVEN BY INFOGRAMES OR ANY INFOGRAMES-AUTHORIZED REPRESENTATIVE SHALL CREATE A WAR- 
RANTY OR IN ANY WAY INCREASE THE SCOPE OF THIS WARRANTY. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF 
IMPLIED WARRANTIES, SO THE ABOVE EXCLUSIONS MAY NOT APPLY TO YOU. 


5. Limitation of Liability. UNDER NO CIRCUMSTANCES, INCLUDING NEGLIGENCE, SHALL INFOGRAMES BE LIABLE FOR ANY INCI- 
DENTAL, SPECIAL OR CONSEQUENTIAL DAMAGES IN CONNECTION WITH THE SOFTWARE, INCLUDING THOSE THAT RESULT 
FROM THE USE OF OR INABILITY TO USE THE SOFTWARE, EVEN IF INFOGRAMES HAS BEEN ADVISED OF THE POSSIBILITY OF 
THOSE DAMAGES. IN NO EVENT SHALL INFOGRAMES' TOTAL LIABILITY TO YOU FOR ALL DAMAGES, LOSSES AND CAUSES OF 
ACTION (WHETHER IN CONTRACT, TORT OR OTHERWISE) EXCEED THE AMOUNT PAID BY YOU FOR THE SOFTWARE. SOME 
JURISDICTIONS DO NOT ALLOW THE LIMITATION OR EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES, 
SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. 


6. Editor and End-User Variations. |f the Software includes a feature that allows you to modify the Software or to construct new 
variations for use with it (an Editor’), you may not sell it or repackage it for sale. If you create modifications or enhancements to the 
Software using the Editor, including the construction of new levels (collectively, the Variations’), you are subject to the following 
restrictions: (i) your Variations must only work with the full, registered copy of the Software; (ii) your Variations must not contain 
modifications to any executable file; (iii) your Variations must not contain any libelous, defamatory or other illegal material, material 
that is scandalous or invades the rights of privacy or publicity of any third party, or contain any trademarks, copyright-protected work 
or other property of third parties; (iv) by distributing or permitting the distribution of any of your Variations, you hereby grant back to 
Infogrames an irrevocable royalty-free right to use and distribute them by any means. The prohibitions and restrictions in this Section 
apply to anyone in possession of the Software or any of your Variations. 


7. Miscellaneous. This license shall be governed by and construed in accordance with the laws of the State of New York, exclusive 
of its choice of law and/or conflicts of law jurisprudence, and controlling U.S. Federal law; and, in respect of any dispute which may 
arise hereunder, you consent to the jurisdiction of the federal and state courts of New York County, New York. If any provision of this 
license is unenforceable, the rest of it shall remain in effect. This license (including any addendum or amendment to this license which 
is included with the Software) constitutes the entire agreement between you and Infogrames with respect to the use of the Software 
and the support services (if any) and they supersede all prior or contemporaneous oral or written communications and representa- 
tions with respect to the Software or any other subject matter covered by this license. 
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DAWN OF FATE. 
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The Terminator: Dawn of Fate © 2002 Infogrames, Inc., a subsidiary of Infogrames Entertainment, S.A. All rights 
reserved. Developed by Paradigm Entertainment. Manufactured and marketed by Infogrames, Inc., New York, NY. The 
Terminator ™ & © 1984 StudioCanal Image S.A., f/k/a Canal+ D.A. Ali Rights Reserved. Terminator is a trademark of 
StudioCanal Image S.A., f/k/a Canal+ D.A. ‘PlayStation’ and the "PS" Family logos are registered trademarks of Sony 
Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. All other INFOGRAMES 
trademarks are the property of their respective owners. 


Infogrames, Inc., 417 Fifth Avenue, New York, NY 10016 USA. MADE IN THE USA 


Men in Black IMM & © 2002 Columbia Pictures Industries, Inc. All rights reserved. Men in Black™ II: Alien Escape. Gamecode © 2002 Infogrames, 
Inc. a subsidiary of Infogrames Entertainment, S.A. All rights reserved. Developed by Melbourne House. “PlayStation” and the "PS" Family logo are 
registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. All other 
trademarks and trade names are the property of their respective owners. 


Licensed for play on the PlayStation 2 computer entertainment systems with the NTSC U/C designation only. Manufactured and printed in the U.S.A. 
THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION 2 CONSOLES WITH THE NTSC U/C DESIGNATION. U.S. AND FOREIGN PATENTS PENDING. 
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